One reason for this is that watching action-oriented police encounters is entertaining. It has to be in order to work according to the 'media logic' of television. Greenpeace organizers are conscious of this, Doyle argues, and their canny media orientation (dangerous 'stunts' on the high seas, for instance) has limited the kinds of issues they focus upon and inspired their theatrical simple-message style.
In a contrastingly abstract postscript Doyle contributes to discussions of crime and its representations by arguing that we have become consumers of arresting images that fuse surveillance and spectacle. If the penitentiary introduced a governing strategy in which the few monitored the many, reality television and 'actuality' footage of police practices now allow the many to watch the many. Certainly there are many more real-life 'perps' to watch on television than ever before, but the framing of their stories, through television's verbal and visual techniques, keeps them squarely identified as the minority against whom we, the law-abiding, require protection. It may be the case that millions of viewers have become Big Brother but we still want the boys in blue to do the grubby work of policing for us. (CAROLYN STRANGE) Actually, what drew me to this book was the subtitle, as it struck me as a tremendously important issue. When I grasped that the main title referred to a study of video games, I was a bit disappointed, having little personal interest in the things since my son outgrew them. But if I was right on the former, I was wrong regarding the latter. Digital Play is an important book, on both levels.
First, because in four decades, 'the digital game [has been] transformed from the whimsical invention of bored Pentagon researchers, computer science graduate students, and nuclear research engineers into the fastestexpanding sector of the entertainment industry.' In 1999, the interactive game industry's revenues were over $8.9 billion, compared to the US movie industry box office of $7.3 billion. Interactive games, the authors note, span a growing range of new technological platforms, from home video game consoles to virtual reality theme parks, not to mention SMSes on cell phones. And supposedly over 60 per cent of Americans, or some 145 million people, play interactive games on a regular basis.
Secondly, and despite all the hype about both new media and new economies, it is the Nintendos, Segas, and Sonys of this world that, according to even critics of so-called 'digital capitalism,' are the first companies to have created a successful and global multimedia product market. If so, then perhaps Alvin Toffler was right when he talked in the 1980s of the coming of 'the prosumer' (as opposed to the consumer). Or digerati Martyn Lee when he terms the interactive game 'the ideal commodity. ' Why this might or might not be the case is of course the burden of the present book, and I'll get to their main argument briefly. Stephen Kline, Nick Dyer-Witheford, and Greig de Puiter argue in their introduction for a (well-founded) scepticism regarding the long-proferred promises that technologies and communication technologies in particular will free us from toil and make us better human beings. Such scepticism is all to the good, but one counter is that this is just old-fogeyism and that 'the kids' themselves have understood the real, liberatory potential of 'world creation' where reality is the accomplishment of its participants. And this is a possibility that our authors are prepared to take on. Part of the problem is that the 'toolkit' for the usual thinking about many of these issues in media studies is one of its crankiest branches, the Marxist-derived 'political economy' of communication approach. Here, to exaggerate just a bit, it's all a big capitalist conspiracy and all the dice are always already loaded: Leonard Cohen, no political economist but a pretty good poet, put it best in his song, 'Everybody Knows.'
As our authors recognize, a 'conspiratorial' approach won't really do. An improved analytical model of understanding interactivity is called for, that they term the 'three circuits,' which combines three streams in communications or media studies (political economy, media texts and audiences, and institutional decisions). Or, to hugely simplify matters, the recognition that one trait that makes human beings human is that they like to 'play' with words, with toys, games, whatever. And it is precisely in their conception of the perfectability of 'playability' that Kline et al not only begin to get at what's preoccupying about the enormous increase in the interactive game business, and in turn its transformation of the entire business, namely, the fusion of technology, culture and marketing.
Without going into their three-circuits model at any length (but see especially their chapter 2), suffice it simply to say that it offers a dynamic model of the 'convergence of myth, machines and markets.' Thus, through an analytical model of how technology, markets, and cultures intersect, historical analysis of the rise of the interactive game industry, and case studies and interviews, they identify three major sets of contradictions, one in each circuit. The cultural circuit displays an almost inherent attraction to violence, but also presents other possibilities. The technology circuit is riven between issues of access and monopolistic/technical enclosures, and, most important, the marketing circuit is divided by the contradiction between commodification and play.
Surprisingly perhaps, or rather, a testimony to a sophisticated analysis, Digital Play does not reach catastrophistic conclusions. On the contrary, the authors are encouraged by the fact that 'no hegemonic system ever completely exhausts creativity and alternatives. ' In a word, a reasonable conclusion to an eminently reasonable work.
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Telecommunications, the essential infrastructure of today's informationbased economy, has evolved worldwide in recent years from public utility monopoly (most often government owned) to private ownership and competition. This has been a most difficult transition, as the monopoly was pervasive, well-entrenched, and replete with cross-subsidies, such as those from long distance to local and from business to residential. Moreover, because telecommunications is a network industry, it proved to be extremely difficult to determine rates for access to incumbent controlled bottleneck facilities which cannot economically be reproduced by new entrant competitors.
While it has been relatively easy to introduce competition into the longdistance, wireless, and terminal equipment markets, there has been considerable delay and difficulty in opening up the local distribution market to competition. Many still consider the local market a 'natural monopoly,' i.e., more efficiently provided by a single supplier. And beneficiaries of monopoly-era cross-subsidies, particularly residential subscribers, have understandably fought hard to retain the privilege of subsidized local service.
Vanda Rideout gives one perspective on the story of the Canadian experience in the evolution from monopoly towards competition. She believes that big business and government have collaborated in a neoliberal agenda to disadvantage residential subscribers, those living in remote or rural locations, and the unionized employees of the traditional telephone companies. In her view, far from protecting the public interest, regulators have been the dupes of concentrated business interests.
What is ignored in this book is that competition has by any measure been an overwhelming success in the telecommunications sector. Initial concerns back in the mid-1980s that it would lead to a new class division between information rich and poor grew out of the confusion surrounding the breakup of AT&T by the competition law authorities in the US and not from any inherent flaw in competitive markets. Despite her claims of exorbitant increases in local rates leading to massive dropoffs from local residential service, she does not back this up with credible evidence. Indeed, the evidence shows exactly the opposite of her contention, increas-
